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Introduction to S/vordsof Xeen 


Thisgamereprisesthepopulargamesystem of World of Xeen 
with a new and challenging adventure. Thestructure of the 
worl d of H avec i sa f I at rectan gl e. 1 1 i scon n ected to a smal I ci ty 
actual I y i n th e worl d of X een , G rey h aven , by a recen tl y d i sco v- 
ered magical pyramid. Through ityouwill beableto return to 
the safe environment of Greyhaven to purchase items, get 
healed or trained, and learn spells. Nothing is known about 
Havec,theworldontheothersideofthepyramid,exceptthat 
the evil Lord Xeen, who nearly destroyed two worlds, regu- 
larly travel led through thepyramidforunknown purposes. 
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A N Ew Defender 


The Dragon Pharoh looks tired. The scaled lidsoverhis saddened 
eyes sag. Around the throne room stand the many of the greatest 
heroes in Xeen. It is impossible to not feel previliged to just stand 
among them. Nervously you notice that notone has been spared 
the cost of their deeds. Every man here sports a debilitating 
wound. Even magical healing can only do so much. 

Whenthe Dragon Pharoh speaks, hisvoice isassad hisexpression. 

"My heroes, you have fought well to freeourland. Lookaboutyou. 
The greatest of us have suffered greviouslyand need time to heal. 
Yetthe remanantsof Lord Xeen's creatures continue to wantonly 
to destroyourhomesand mustbe dealtwith immed lately. I have 
already dispatched nearly every other hero able to bear arms on 
this mission." 

There isapauseand you realize how few he roes are present... and 
how few remain alive at all afterthe greatconflict. Before you can 
think of a reply the Pharoh continues. 

"Now an even greater threat has arisen. Amid the ruins near 
Greyhaven was found a ancient gate. Already terrible beasts have 
emerged from it."A warriorinsilverarmorrubsthree terrible scars 
that slice across his entire face and nods his agreement. Nothing 
short of a dragon could have made such wounds. 

"I shudder to think what lies beyond that gate." The Dragon 
Pharoh'svoice hardens as he adds, "Yet we must know. Some say 
it is the land where Lord Xeen was spawned. If so, it must be a truly 
evil place. One that threatens our badly weakened world." 

Now the great dragon's voice fills the pyramid, yet beneath it 
remains an undercurrent of regret that warns you the Pharoh has 
little hope of your success. 
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"You are the strongest and least wounded of all the heroes. I ask 
you to enter this gate and make sure what lies beyond can never 
threaten ourfalrland. Even If you can gain usayear's respite, we 
will be once more storng enough to defend our world. 1 wish 1 
could grant you more than a small purse to equip In Greyahven 
with, but you mustcomplete thisquestwithoutfurtheralde... for 
there Is none." 

There Is a pause ling enough to be uncomfortable. Then without 
even a glance at each other you and your companions step 
forward and accept the mission. Pledging your life once more In 
thedefenseofyourworld and to thedestructlonofevll Inanother. 

The next morning you arrive In Greyhaven and warily examine the 
pyramid shaped portal. 
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A Beginner's Guide TO Computer 
Role-Playing 

When you begin SwordsofXeen, you will be presen ted with a 
ch oi ce of pi ay i n g th e game i n W arri or mode or Ad venturi n g 
modaThegamewill belesscombatintensivein Adventuring 
mode. Once you make this decision you will be unable to 
change it until you start a completely new game. 

If you are new to the world of computer role-playi ng games 
(CRPGs), you'll want to read the rest of this section before 
you get started. If you just can't wait, you can jump right 
into the game and use the reference card to help you along. 

In SwordsofXeen, you (theplayer) will be represented by six 
characters in a party. You will begin the game with a set of 
defau Itch aractersj ust outsi de of th eT avern . Th eT avern i sth e 
placeyou goto when you want to rearrangeyour party, create 
new characters, get rumors and advice, and buy food. If you 
want to make your own characters, gototheTavern . 

Each character will have a name, profession, and statistics 
assigned to itthat represent its capabilities, such as strength 
an d i n tel I i gen ce. Perh aps th e most i m portan t stati sti c for al I 
characters is hit points. Hit points represent how much 
personal damage a character can withstand before falling 
unconscious. Ifyourcharacter'shitpointsfall belowzero, he 
will go unconscious. Ifthecharacterishitwhileunconscious, 
he will die. A character can startwith anywherefromlto about 
40 h i t poi n ts Si n ceth e average sword bl o w wi 1 1 do about 6 h i t 
points, aweakcharactercould fall with onlyoneortwo blows. 

The next most important statistic is your character's level. 
As you play the game, your characters will gain experience 
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points through defeating monsters and completing quests. 
When you haveenough experiencepoints, you will become 
eligible to advance to the next level. When your level 
i ncreases, your h it poi ntsand fight! ng abi I ity wi 1 1 I mprove. 

Whileyou will spend a lot of time fighting monsters, you 
will also have time when you are free to explore the land of 
H avec. Th ereare many d i fferen t ki n dsof pl acesto vi sit, but th e 
places you will frequent the most will bethetowns. In the 
town syou wi 1 1 beabi eto f i n d sh opsan d servi ces wh ereyou can 
buy better eq u i p men t, I earn spel I s, an d get h eal ed . 

Forthebeginning player, computer role-playing games can 
seem confusing at first. We've done our best to make sure 
SwordsofXeen iseasyto learn and play. Onceyou getthehang 
of i t, we're su re you wi 1 1 h ave a I ot of fu n . 
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Creating Your Characters 


Swords of Xeen starts you off with a set of six pre-made 
characters. These characters have all the equipment and 
abilities necessary to begin thegame, and arejustfineto use 
if you don't want to create your own characters. 

C reati n g a ch aracter i s easy. W h en ever you want to make a 
ch aracter, j ust go to an y T avern an d ch eck i n . O n ceyou h ave 
ch ecked i n , sel ect (C )reatea ch aracter to get to th e ch aracter 
creation screen. 

The character creation screen iswhereyou will make your 
characters. Thereareseven numbersinacolumn nexttosome 
mysterious letters. These letters are the statistics for your 
ch aracter, andthisiswhatthey mean : 

Mgt: M ightisaprimestatisticforKnightsand Paladins. 
M ightaffectsthedamageyourcharacterdoeswhen 
you hit a monster. Might also isused to breakdown 
d 00 rs an d I i ft 0 r d estroy certai n 0 bj ects. 

I nt: I ntel I ect i s a pri me stati sti c for Arch ers. Sorcerers, 

Druids, and Rangers. This statistic helps deter- 
mine how many spell points your character will 
get if you are one of these classes. 

Per: Personality is a pri me stati Stic for Clerics, Druids, 

Rangers, and Paladins. This statistic helps deter- 
mine how many spell points your character will 
get if you are one of these classes. 

End: En durance i sa pri mestatisticfor Paladins, Barbar- 
ians, and Rangers. Endurance helps determine 
how many hit points your character has. 


Spd: Speed is a pri me statistic for Ninjas and Rangers. 
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Everyone, including monsters, hasaspeed rating. 
If your character's speed is higher than the mon- 
sters, you will get the first action in combat. 

Acy: Accu racy i s a pri me stati sti c for Arch ers an d N i n - 
j as. Accu racy h el ps determi n e wh eth er or n ot you 
hit a monster with a weapon or spell when you 
attack. 

Lck: Luck is the prime statistic for Robbers. Luck im- 
proves your chances of surviving a hostile spell or 
avoidingatrap. 

In the bottom left corner of the screen you will see a portrait 
of your character. If you want a different portrait, use the 
U P/ DOWN arrow keysto ch an ge i t. Th e portrai t you ch oose 
determines the race and sex of your character. 

To the right of the numbers is a list of the ten classes of 
characters. lftheprimestatistic(s)foroneoftheclassesishigh 
enough,thatclasswill behighlighted,meaningthatyou could 
pi ck th at cl ass i f you wan ted . 

If theclassyou want to be isn't highlighted, you can either 
reroll thecharacter or move the statistics around until you 
gettheclassyou want.To reroll, type R or click on the reroll 
i con . To swap stati sti cs, ty peth ef i rst I ettersof th estati sti csyou 
wantto exchan geor click on their icons. 

Once you are satisfied with your stati sties and theclassyou 
want ishighlighted, usetheLEFT/RIGHT arrows and press 
ENTER, or click on your choice to select your class. Now 
click on the create icon, or press C on your keyboard. The 
computerwill nowaskyoutonameyourcharacter. Pressthe 
ESCAPE key if you don't want to make this character, 
oth erwi se get creati ve an d type i n a n ame. Th at's al I th ere i s 
to making a character. 
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IS Archer ' 

m^crber^^r 
V Robber * 
pj Hinjo 
n Borborian 
E3 Drbid 
^ Ranger 


^ Skills 
Cort^ographe 
Suinner ' 


Race : Hundn 
Sex .: Male 
Clasjs : Sorcerer 


C h a racter C reati on Screen 



Character Portrait: Shows thecharacter'sportrait, race, 
sex, and class. Thetwo arrow buttons scroll through the 
1 1 St of aval I abl e portrai ts. 


Character Statistics Displaysstatistics-Tochangethem, 
^ press R or click the Roll icon. To swap statistics, select 
the icon of the statistics you want to exchange. 


Character Classes Displays the ten character cl asses. If 
^ your statistics permit your character to be a particular 
class, that class will be highlighted. 

Skill List: Displays a list of skills that this character 
would start with if you created it. 
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Character Classes AND Races 


Al I ch aracters h ave a cl ass an d a race. H ere i s an expl an ati on 
of the ten classes: 


Knight: Prime statistic (15 or greater): Might 

TheKnight I sthe best fighter in the game. Ableto 
use any kind of weapon or armor, theKnight will 
dish out more damage than any other character. 
The Knight starts with the Arms Master skill and 
gets more hit points than all classes but the 
Barbarian. The Knight cannot cast any spells. 


Paladin: Prime statistic (13 or greater): Might, Personality, Endurance 

Th e Pal ad i n i s a good f i gh ter, but n ot as good as 
the Knight. The Paladin can use any kind of 
weapon or armor, but his hit points tend to be 
lower than the Knight's. The Paladin starts with 
the Crusader skill and the ability to cast Cleric 
spells. 


Archer: Prime statistic (13 or greater): Intellect, Accuracy 

Th e Arch er i s as good a f i gh ter as th e Pal ad i n . Th e 
Archer starts with the ability to cast Sorcerer 
spells, but is unable to wear armor heavier than 
chain mail or usea shield. TheArcher starts with no 
secondary ski I Is 


Cleric: Prime statistic (13 or greater): Personality 

Th e C I eri c i s a f ai r f i gh ter, but i s n ot al I owed to use 
edged weaponsor missile weapons. On thebright 
side,theClericcan usesplintmail armoror lighter 
and has twice as many spell points available for 
casting Cleric spells as the Paladin. The Cleric 
starts with no secondary skills. 


SwordsofXeen 


Page 17 



Sorcerer: Primestatistic(13 or greater): intellect 

Th eSorcerer i sa poorf i gh ter. Sorcerersareon ly abl e 
to wear robes and use staves and daggers. Sorcerer 
spel I sarethe most destructive! n th egame, an d they 
h avetwi ceas man y spel I poi ntsasth e Arch er. Th e 
Sorcerer startswith theCartographyskill. 


Robber: Prime statistic (13 or greater): Luck 

Th e Robber i s afai r f i ghter, but i s u n abl eto usean y 
armor heavier than chain mail. Robbers can use 
any one-handed weapon and shield, but cannot 
cast spells The Robber beginsthe game with the 
Thievery skill. 


Ninja: Prime stati sti c ( 1 3 or greater) : Speed , Accu racy 

The Ninja isa good fighter, but is limited to ring 
mail or lighter armor and cannot use a shield. 
Ninjas can use most, but not all, weapons. Two 
h an ded weapon s are I i mi ted to staff an d n agi n ata. 
The Ninja starts with the Thievery skill and is 
unable to cast spells. 


Barbarian: Prime statistic (is or greater): Endurance 

The Barbarian is almost as good a fighter as the 
Knight, but isunableto wear armor heavierthan 
seal email. Barbarian scan usemost shields and all 
weapons. The Barbarian cannot cast spells and 
startswith no secondary skills. 


Druid: Prime statistic (15 or greater): Inteilect, Personaiity 

TheDruid isapoorfighter. Druidsareonly ableto 
use light armor and weapons, but they can cast 
both C I eri c an d Sorcerer spel I sto a I i mi ted degree. 
Druids start the game with the Direction Sense 
skill and twice as many spell points as Rangers. 
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Rangers Primestatistic(12 o r greater) : I n tel I ect, Perso nality,Endurance, Speed 

Th e Ran ger i sa good fi ghter. Ran gersareabl eto use 
most weaponsand armorand can cast both Cleric 
and Sorcerer spel I sto a I i mited degree. Ran gers start 
thegamewith the Path finder skill. 

Below is a chart that shows the specific advantages and 
disatvantagesof theten classes. 


Class 

HP* 

Attacks?** 

Skill 

Spells 

Knight 

10 

5 

Arms M aster 

No 

Paladin 

8 

6 

Crusader 

Yes 

Archer 

7 

6 

None 

Yes 

Cleric 

5 

7 

None 

Yes 

Sorcerer 

4 

8 

Cartography 

Yes 

Robber 

8 

6 

Th I every 

No 

Ninja 

7 

5 

Th I every 

No 

Barbarian 

12 

4 

None 

No 

Druid 

6 

7 

Direction Sense 

Yes 

Ran ger 

9 

6 

Pathfinding 

Yes 


* H P gai ned per Level . 

** Number of Level sto gain an attack. 

Andhereisan explanation oftheraces: 

Humans What Humansareispretty obvious. All Humans 
start with the Swimming skill. Humans have a 
smal I resi stan ce to spel I s. 

Elves Elves are tall, slender people that are unusually 
well adapted to using magic. Elves are slightly 
resistant to some spells and make very good 
Thieves and Sorcerers. They aren't as tough as 
the other races, however, and tend to have less 
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hit points. 


Dwarves Dwarvesareshortand stocky andtough. Dwan/es 
aresiightiy resistant to most speiis, but they are 
especiaiiy resistant to poison. They make fair 
Robbers and good Knights Dwarves begin the 
game with the Spot Secret Doors ski ii. 

Gnomes G n omes are smaiier than dwarves and not near 
as tough. Gnomes make good speii casters, but 
they tend to have iess hit points than aii other 
races except Eives. Gnomes begin thegamewith 
the Direction Sense skiii. 

Half-Ore: Haif-Orcs are a cross between a Human and an 
Ore. Haif-Orcs are the toughest of the races 
piayerscan choose, butthey are ai so the stupid- 
est. Haif-OrcsmakeexceiientKnightsand Barbar- 
ians, but theyarethe worst speii castersand Rob- 
bers. 


Beiow isachart thatexpiainstheadvantagesand disadvan- 
tages of th e f i ve races. 


Race 

HP 

Mod 

Thievery 

SP/Lvl 

Mod 

Skills 

Human 

0 

0 

None 

Swimming 

Eif 

-2 

10 

Sre +2 

None 

Dwarf 

1 

5 

Sre/Cire -1 

Spot Secret Doors 

Gnome 

-1 

10 

Sre/Cire -hi 

Danger Sense 

Haif-Orc 

2 

-10 

Sre/Cire -2 

None 


The information iisted abovewiii bevery heipfui in creating 
characters and determining which Races and Ci asses wiii 
make the most effective adventurers. Robbers in itiaiiy have 
aThievery baseof 30 pius2 pointsper ievei. Ninjasinitiaiiy 
haveaThievery baseof 15 and gain 2 points per ievei. 
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Reviewing and Assembling Your Party 


Onceyou havecreated your characters, you haveto put them 
in your party. If you arejuststartingthegameand havecreated 
a custom set of characters, you will need to remove the old 
ch aracters. J ust h i t th e R key an d ty peth ef u n cti on key of th e 
ch aracter you wan t to remove (th ef i rst ch aracter on th e I eft i s 
number one) or click on the remove icon and click on the 
portrait ofthecharacteryouwantto remove. 

You can only have six characters in your party at anytime. 
You can havesome, none, or all of thedefault charactersin 
the party. It's up to you. To add a character to your party, 
clickonthefaceofthech aracter o r p ress anumberkey(l-4). 
Th e ch aracter wi 1 1 take th e n ext aval I abl esi ot i n you r party. I f 
youdon'tseetheportraitofthecharacterthatyouwishto add, 
usetheUP/ DOWN ARROW KEYSto fi nd it. Don't worry if 
you sel ect th e wron g ch aracter— j ust remove th e ch aracter as 
directed above. 

If you want to look at a character in your party before you 
leave the Tavern, just select the function number of the 
character you wish to view. The leftmost portrait is FI, the 
second isF2, andsoon. Doingthi swill bringupafull list of all 
thecharacter'sabi I itiesand equipment. 

Finally, if you make a mistake and create a character you 
don't want, you can delete it. Press the D key and the 
number (1-4) of the character that you want to delete, or 
cl i ck on th e del ete i con an d th e portrait of th e ch aracter you 
want to get rid of. Rem ember that any character deleted like 
thisisgoneforever, i ncl udi ng any equipment thecharacter 
had in his pack as well. 

Onceyou are satisfied with your party, hit the ESC key to 
begin you rad ventures! 
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Adventuring Screen 



Di splay Wi ndow: Th i s i s wh ere th e acti on of th e game 
takes place. All monsters, objects, and scenery appear 
here. 


View Window: D I splays the overhead view of the area 
you are in if you have the Wizard Eye spell or the 
Cartography skill. Click on the View Window or press 
the = key to switch between the View Window and the 
automap. 


Optionsicons Clicking on these icons or pressing their 
keyboard equivalen ts will activatethem. Foracomplete 
description, seethe Adventuring topic. 


Character Portraits D i spl aysth e portraits of your char- 
^ acters. Clicking on a character portrait or pressing a 
function key will bring up the character screen. 


^ Direction Icons Click on these iconsto move around. 
You can also use the arrow keys on your keyboard to 
move. 
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Adventuring 


The game screen has five parts to it. They are the Display 
window, theView window, theOption icons, theCharacter 
Portraits, and theDirection icons. Hereisan explanation of 
each: 

Display window: The Display window iswhereyou see all 
of the action of the game take place. At the edges of the 
screen are several "party's little helpers". Each of these 
gargoyles will move in someway when activated to let you 
know that something ishappening. The gargoyle with the 
wi n gson th e I eft si deof th escreen f I aps wh en th e Levi tatespel I 
i son . Th egargoyl eon th eh ght si deof th escreen wavesi tsarm 
when you are in frontof athin wall and havethe Spot Secret 
Doors skill. Thebat on top of the screen will moveitsmouth 
when monsterscan seeyouandoneofyourcharactershasthe 
Danger Sense ski II. 

The two gargoyle heads on the left and right of the Display 
window will shake and nod their heads every time you are 
confronted with a yes/no or "who will" question and you 
have the Clairvoyance spell active. If answering the yes/no 
question will get you treasureand there isno trap, both ofthe 
headswill nod. lfthereistreasureandthereisatrap,oneofthe 
headswill nodandtheotherwill shakeitshead.lfthereisatrap 
with notreasure, both will shaketheir heads. 

There are also four small gems in the corners of the Display 
window and a large gem on the bottom of the display. The 
corner gems will turn green if you have certain protection 
spells active. The upper left is for fire, the upper right is for 
electricity, the bottom left isforcold, and the bottom right 
isfor poison. The center gem can be clicked on to bring up 
thecontrol panel. Seethesecti on on thecontrol panel formore 
information on that subject. 
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View window: If you don't have the Cartography skill or the 
Wizard Eye spell, the Swords of Xeen logo will be displayed 
here. If you havethe Cartography skill, and clickon thelogo, 
you will seeaminiatureversion ofthefull automap displayed. 
If you havetheWizard Eye spell active, you will seea map of 
theareaaround you, including placesyou haven't been to yet. 
You will be able to toggle between your automap (showing 
on I y th e pi aces you h ave been to) an d th e W i zard Eye spel I by 
clicking on theautomap or pressing the = key. 

Option icons There are nine icons just below the View 
wi n dow. Th ese i con swill be aval I abl e for you to cl i ck on 
during normal adventuring, or you can use their keyboard 
equivalents. Hereisa list of what they do: 

Shoot (S): All party members equipped with a 
missile weapon fire in the direction the party is 
facing. 

Cast(C): Brings up the Cast Spell window. Click 
on this icon again or type C to cast the readied 
spel I of th e spel I caster sel ected .You can change 
the selected character by clicking on the portrait 
oftheoneyou wantorselectinghisfunction key. 
You can changethereadiedspell by clicking on the 
'new' button or pressing the N key.Thiswill bring 
u p a I i St of spel I savai I abl eto th e sel ected ch aracter. 
Clickon thespell you wanttocastorusethearrow 
keysto select it and press ENTER. The spel I is now 
ready to be cast. 

Rest (R): Restores the party's hit points and spell 
points, provided there is at least one unit of food 
for every member of the party. Resting will turn 
off most active spells and advance the time by 
eight hours. Resting wh ere monsterscan seeyou is 
hazardousto your health. 
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Bash (B): Thi scorn man d isused when you want to 
tryto breakdown a locked doororbreakthrough a 
thin wall. The M ight of your first two conscious 
ch aractersi scorn bi n ed an d tested agai n stth estren gth 
of thedoororwall. If yoursishigher, theobstacle 
will bash in.Yourcharacterswilltakeasmall amount 
ofdamagefordoingthis. 



Dismiss (D): Sends a party member back to the 
Tavern in Greyhaven and Hart. Atleastonecharac- 
termustremain intheparty. 



View Quests (V): Displaysthe Quest window. See 
the section on Quests, Items, and Notes for more 
information. 



Automap(M): Displaysthemapoftheareayouare 
cu rrently i n . Th eautomap recordsal I th e pi acesyou 
h ave been si n ceyou got th eCartograph y ski 1 1 . 



Information (I): DisplaystheGame Information 
wi n dow. Th i s wi n dow I i ststh eti me, date, year, an d 
day of th e week. 1 1 al so sh ows wh i ch spel I sth e party 
has active, such as Light or Protect! on From Fire. 



Quick Reference(Q): D i sp I aysth e Q u i ck Referen ce 
ch art. Th i sch art I i ststh e party's vi tal stati sti cs, gold, 
gems, and food. 


Important 

Press the SPACE BAR or click on the display window to 
interact with an object. You must be in the same square as the 
object. 
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Character Portraits: The character portraits show pictures 
of all the characters in the party. You can tell at a glance the 
current condition of your characters. If they look likethey 
are asleep, they probably are unconscious or asleep. If they 
look sick, they probably are poisoned or diseased. Each 
character has a gem below his portrait. This gem will be 
green if the character is at full hit points. The gem will be 
yellow if the character is below maximum, red if the char- 
acter has 25% or less of his hit points left, and blue if the 
character has zero or less. If the character's hit points have 
magically increased beyond hismaximum, thegem will be 
silver. 

If you click on a character portrait or select a character's 
function key (thefirst character on th e I eft usesfu notion key 
FI) you wi 1 1 see a detai led I i st of th e ch aracter's stati sti cs. 
You can find more information about this screen in the 
Character Screen section. 

Di recti on icons Th e d i recti on i con s are i n th e botto m ri gh t 
corner of the screen. If you are using the mouse to get 
around, click on thesetomove.Thecun/ed arrowswill make 
your party stand still andturn 90°in thedirection indicated. 
The side arrows will make you slide left or right without 
ch an gi n g you r faci n g. Th ed i recti on arrows on th e keyboard 
work the same way. To slideleft or right with the keyboard, 
you must hold theCONTROL key down whileyou pressthe 
LEFT or RIGHT arrow. 
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Control Panel 


Control Panel 


If you press theTAB key or click on th ebi ggem i n themiddle 

of the Display Window, you will bring uptheControl Panel 

window. Here is a list of the functions available in the 

Control Panel: 

Effects (E): Turnsthe sound effects on and off. 

Music (M): Turnsthe music on and off. 

Load (L): Allows you to load a previously saved game. 

Save(S): Allows you to save the current gamein its present 
I ocati on . Y our game i sal so automati cal I y saved wh en- 
ever you enter a Tavern . 

Save As (A): Allows you to save the current game in its 
present location with a different name. 

Quit(Q): Quitsthe game and exits to DOS. 

Help (W): This lets you beg Mr. Wizard to teleport your 
party to safety . Hewill take all thegemsthe party has 
on hand and return the party to Greyhaven. Think 
carefully before you use this. 
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Character Screen 



If you click on a ch aracter portrait or selectthefuncti on key 
of a ch aracter, you w i 1 1 f i n d you rsel f i n th eC h aracter Screen . 
Here you will see an icon for each of your character's 
statistics. Might, Endurance, Speed, Accuracy, Personality, 
Intelligence and Luck have already been explained. Click- 
ing on these icons will tell you what your current and 
maximum scores are as well as assigning a rating to your 
statistic. The other statistics are listed below: 



Age: Every character begins the game at age 18. 
Clicking on this icon will show your character's 
birthday, hisnatural age, and his current age. It is 
possiblefor a character to beolderthan hisnatural 
age through magical attacks. As your character 
grows older, some of his statistics will decline. 



Level: Shows your character's current level, maxi- 
mum level, and the number of attacks per round 
your character receives. 



AC: Shows your character's current and maxi- 
mum armor class. The higher this number, the 
harder it is to hit your character. 
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HP: Shows your character's current and maxi- 
mum hit points. 

SP: Showsyourcharacter'scurrentand maximum 
spell points. 

Resi St: Sh o wsy ou r ch aracter's cu rren t resi stan ces 
to spell sand elemental attacks. The higher the 
n u mber, th e better th e protect! on . A 100 does n ot 
mean immun ity from an attack, butwill reducethe 
dam ageyo u r ch aracter takesf ro m th at attack con - 
siderably. 

Skills Givesalistoftheskillsyourcharacterhas 
accumulated. 

Awards G I ves a 1 1 st of th e award s you r ch aracter 
hasaccumulated. 

Experience Showsyourcurrentexperiencepoints 
an d th e n u m ber of experi en ce poi ntsyou r ch arac- 
terwill needforthenextievel. 

PartyGold:Showshowmuch gold your party has 
on hand and how much ithasinthebank. 

Party Gems Shows how many gemsyour party 
has on hand and how many it has in the bank. 

Party Food: Shows how many units of food your 
characters have and how many days that it will 
last. 

Condition: Givesa list of any adverse conditions 
you r ch aracter m i gh t h ave an d an y act! ve protec- 
tion spells. 
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Items (I): Selecting this option brings up the 
inventory screen. 


Quick Reference(Q): D i sp I aysth e 0 u i ck Referen ce 
ch art. Th i sch art I i ststh e party's vi tal stati sti cs, gold, 
genns, and food. 

Exchange(E): Sel ecti n g th i sopti on exch an gesth e 
position of the character you are viewing with the 
position ofthecharacteryou select (F1-F6). 


Exit(ESC): Bri ngsyou backtotheAdventurescreen . 


Quests, Items, and Notes 

If you select theViewQuestswindow from the adventuring 
screen , you wi 1 1 be presented with 3 choices: Quests, Notes, 
and Items. Selecting quests will display all of thequeststhe 
party iscurrently involved in. Select! ngnoteswi 1 1 display all 
thesignificantmessagesthepartyhasencountered. Selecting 
items will display all of the items the party has that are 
necessary to completethegame. 

Th erearesi x Q uest i temsyou must h aveto com pi eteth i sgame. 
These are cal led the "Elder weapons". In addition to being 
Quest i tern St hese extremely powerful weaponsarealsoordi- 
n ary i temst h at can beassi gn ed to an d u sed by a ch aracter. O n ce 
wi el ded by si X pal I ad i n s, th ey were I ost to th e forces of evi I 
as their owners fell. The Elder weapons are now hidden 
throughout Havec in that world's most dangerous loca- 
tions. 
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Inventory Screen 

Inventory Screen 

If you select the inventory screen a list of all the weapons 
th e ch aracter h as i n his backpack wi 1 1 appear. H ere i s a I i st 
of your options in the inventory screen: 


Equip (E): Readies a weapon, item, or armor for use. You 
mustequipan item before itwill work. You will not be able 
to equip an item that your character's cl ass can not use. You 
also cannot equip three swords or eleven rings, etc. 


Remove (R): Unequips an item from your character. 


Discard (D): Eliminatesan item from your inventory. If you 
use this command, you will losethisitem for good. 

Weapon (W): Presentsthe weapons inventory. 


Armor (A): Presentsthe armor inventory. 

Accessories (C): Presentsthe accessories inventory. 
Miscellaneous(M): Presentsthe miscel laneous items i nventory. 


Quests (Q): Presentsthe quest items inventory. 


Use (U): If an item has some sort of special use or can cast 
a spell, you can use it with this command. 
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Secondary skills 


Secondary skills are additional abilities your characters 
learn during the game. Theskillsdo many different things 
ranging from improving your ability to hit to letting you 
detect secret doors. Not all of your characters will start with 
secondary ski I Is, but any character can learn asmanyasthey 
can findduringth egame ( Except Th i every - on I y N i n j as an d 
Th i eves may ever h aveTh i every). H ere are a few of th e ski 1 1 s 
you can find: 

Thievery: This ski 1 1 letsyou pick lockson chests and doors. 
Thisistheonlyskill thathasarating.ThehighertheskilLthe 
better yo u r ch an ce of su ccess. 

Swi mmer: Th i sski 1 1 al I owsyou r ch aracter to swi m i n water as 
I on g as you are cl oseto I an d . Al I ch aracters i n th e party must 
haveth is ski 1 1 for it to work. 

Pathfinder: This ski 1 1 all owsyou to move through a dense 
forest. At I east two ch aracters must haveth i sski 1 1 for it to work. 

Mountaineer: Al I owsyou to move over mountains. At least 
t wo ch aracters m u st h ave th i s ski 1 1 f o r i t to wo rk. 

Carto^apher: Enablestheautomappingfeature. Only one 
ch aracter needstohavethi sski 1 1 before it will work. 

Di rection Sense: Th i sski 1 1 makesth el argegem i n th ecenter 
of the adventure screen display your facing. Italsowill print 
an arrowthatpointsinthedi rection theparty isfacingin the 
automap. 

Spot Secret Doors: Causes a gargoyle on the adventuring 
screen to wave its arm when the party approaches a thin 
wall. 
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Danger Sense: Th i s ski 1 1 causes th e bat at th e top of ad ven - 
tuning screen to an innate when monsters can seeyour party. 


Arms Master: This ski ii in creases your chance to hitduring 
combat.Theamountoftheincreaseisdirectiy reiated to the 
ievei ofthecharacter. 

Crusader: Aiiows entrance to certain areas of the game. Aii 
party members who wish to enter these areas must possess 
th i s ski i i . 
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Combat 


As you adventure, you will encounter lots of monsters who you 
will need to defeat. If you begin fighting with some monsters the 
combat I con swill replacethe normal adventuring icons Hereisa 
list of thesenew icons, readingfrom top left to bottom right: 




Quick Fight (F): Battlestheopponent(s) using the 
currentQuickFightoption settings Holdingdown 
the mouse button while the pointer is on the 
Quick Fight icon will rapidly run through the 
party's attacks. 

Cast(C): Same as in adventuring mode. 

Attack (A): Attacksthetargeted opponent with what- 
ever weapo n t h e ch aracter h as eq u i p ped . 



Use(U): Bringsupthecharacter'sinventory win- 
dow, where he can equip, remove, or usean item. 



Run (R): If successful, the character will run to a 
safe I ocati on n earby an d rej oi n th e party after th e 
battle. 



Block(B): Directsyourcharactertotrytoblockthe 
n ext attack agai n st h i m . 



Quick Fight Option (O): Sets your quick fight 
opti on . You can di rect a party memberto attack, cast 
a readied spell, block, or run when thequick fight 
option isselected. 



I nformation (I ): Sameasi n adventuri n g mode. 

Quick Reference (Q): Same as in adventuring 
mode. 
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When thefight begins, yourfastest character will be high- 
lighted. You will havethe opportunity to select any of the 
options listed above by clicking on their icons or pressing 
their keyboard equivalents. After you have finished select- 
ing the option for the highlighted character, a different 
character will become highlighted. 

Wheneveryou hitamonster,aredsplatwill appear brieflyon 
th escreen . Th ebi ggerth espi at, th emoredamageyou d i d to th e 
monster. Ifyou used aspel I oran itemthatdoesadifferentkind 
of damage, thesplat may appear asafi re burst, or an electrical 
ch arge, or someth i n g el se. 

If there is more than one monster, you can choose which 
mon ster you wan t a ch aracterto f i gh t by press! n g 1 , 2 , or 3 . Th i s 
will highlightthenameofthemonster, lettingyou knowwhich 
mon ster istargeted. 

Notethat it ispossibletotradeandequipweaponsand armor 
d u ri n g com bat . O ccasi onallythen eed to exch an ge i terns be- 
tween players will arise when faced with adversaries who 
can n ot be h armed by th e weapon sth ey arecu rren tl y equ i pped 
with. To accomplish this during combat, simply press the 
ch aracter'sf u n ct i on key or cl i ck on th e ch aracter's po rt rai t to 
call uptheCharacter Screen. Then select the I terns option to 
bring up the Inventory Screen. It ispossibleto have both a 
missileweapon and a melee weapon equipped at the same 
time. 
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Spells 


Clerics, Druids, Sorcerers, Paladins, Rangers, and Archers are 
ableto cast spells. Themost powerful spel I castersareSorcerers 
and Clerics. Druids are next, then Paladins, Archers, and 
Rangers. 

All spel Is require spel I points to cast, and so me require gems 
as wel I . A ch aracter's spel I points are partly determined by 
oneoftheirstatistics: IntellectforSorcerersand Archers, Per- 
sonalityforClericsand Paladins Druidsand Ran gersuse both 
I ntellect and Personal ity to determi nespel I poi nts. The other 
factorthatdeterminesspell pointsisthelevel ofthecharacter. 

There are two kinds of spells: Cleric and Sorcerer. Most 
Cleric spel Is involve healing and protection. Most Sorcerer 
spel I s are offen si ve or uti 1 1 tari an . Sorcerers an d Arch ers may 
only cast Sorcerer spel I s. C I eri cs an d Pal ad I n s may on I y cast 
Cl eric spel Is. Druidsand Rangers may cast both to a limited 
degree. 

Many spel Is that in crease statistics or change your environ- 
ment, such as Bless or Light, havea limited duration. Such 
spel Is will expire when your party rests or with the coming 
of dawn. You can get the most out of these spel Is by casting 
them just after dawn, thus maximizing their duration. 
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Cleric Spells 


Acid Spray 

Cost: 8 Spell Points 

Object: All Visible Monsters 

Caster sprays a fine acid mist on all the monsters in front of 
him, inflicting 15 points of Poison damage on each mon- 
ster. 

Awaken 

Cost: 1 Spell Point 

Object: Party 

Pu 1 1 s al I si eep i n g party m em bers f ro m th ei r si u m ber, cancel- 
lingtheSLEEP condition. 

Beast Master 

Cost: 5 Spell Points and 2 Gems 

Object: 1 Group of Animals 

Hypnotizes a group of animals into stillness until they 

overcomethespell. 

Bless 

Cost: 2 Spell Points per Level & IGem 

O bj ect: 1 Party M em ber 

Improvesthearmorclassof a character by 1 per level of the 
caster. 

Cold Ray 

Cost: 2 Spell Points per Level & 4 Gems 

Object: All visible monsters 

A con eof absol utezero spri n gsf rom th ecaster's h an d mo men - 
tarily, inflicting 2-4 points of Cold damage per level of the 
caster on all visible monsters. 

Create Food 

Cost: 20Spell PointsandSGems 

Object: Party 

C reateson e u n i t of food for each living party mem ber. 
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CureDisease 

Cost: lOSpell Points 

Object: 1 Party Member 

RemovestheDISEASED condition from a character. 

Cure Paralysis 

Cost: 12 Speii Points 

O bj ect : 1 Party M em ber 

Removes the PARALYZED condition from a character. 

Cure Poison 

Cost: 8 Speii Points 

O bj ect : 1 Party M em ber 

Removesthe POISON ED condition from a character. 

Cure Wounds 

Cost: 3 Spell Points 

O bj ect : 1 Party M em ber 

Magically cures one character of 15 points of damage. 

Day of Protection 

Cost: 75 Spell Pointsand 10 Gems 

Object: Party 

S mu I tan eousi y castsLi gh t, Protect! on from al I el ements, H ero- 
ism, Holy Bonus, and Blessforthebargain basement priceof 75 
spell points. 

Deadly Swarm 

Cost: 12 Spell Points 

Object: Group 

Surrounds a group of monsters with biting, stinging, bur- 
rowing, gouging, and chewing insects, inflicting 40 points 
of Physical damage on each monster. 
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Divine I nt3ervention 

Cost: 200 Spell Points and 20 Gems 

Object: Party 

H eal sth eenti re party of al I damage sh ort of ERADI C ATI ON . 

Fiery Flail 

Cost: 25Spell PointsandSGems 

Object: 1 Monster 

Casterfi resaj et of fl ameat on emon ster, I nf I icti n g 100 poi ntsof 
FI redamage. 

First Aid 

Cost: 1 Spell Point 

O bj ect : 1 Party M em ber 

Magically cures light battle wounds and scrapes, restoringO 
Hit Points to an injured Party Member. 

Flying Fist 

Cost: 2 Spell Points 

Object: 1 Monster 

Deals a light blow to a monster, inflicting 6 points of 
Physical damage. 

Frostbite 

Cost: 7 Spell Points 

Object: 1 Monster 

Draws the body heat out of a monster, inflicting 35 points 
of Cold damage. 

Heroism 

Cost: 2 Spell Points per Level & 3 Gems 

O bj ect: 1 Party M em ber 

Increasesthetemporarylevel of a character by 1 per level of the 
caster. 
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Holy Bonus 

Cost: 2 Spell Points per Level & 1 Gem 

Object: 1 Party Member 

I n creasesth edamagei nfl I cted by a ch aracter wh en f I ghti n g by 
1 point per level ofthecaster. 

Holy Word 

Cost: 100 Spell Pol ntsand 20 Gems 

Object: 1 Group of Undead 

Completely removes the animating magic of the Undead, 
retu rn I n g t h em to t h e d u St f ro m wh en cet h ey cam e. 

Hypnotize 

Cost: 15 Spell Pol ntsand 4 Gems 

Object: Group 

Like Beast Master, this spell hypnotizesa group of monsters 
into stillness until they overcome the spell, except that it 
works on mon sters rath er than an I mal s. 

Light 

Cost: 1 Spell Point 

Object: Party 

Fillsadungeon with asteady, soft light until the party rests. 

MassDistDition 

Cost: 75 Spell Pol ntsand 10 Gems 

Object: Group 

In creases the weight of your opponents, effectively remov- 
ing half of their hit points. 

Moon Ray 

Cost: 60 Spel I Pol ntsand 10 Gems 

Object: All Visible Monsters and Party 

InflictsSO pointsof Energy dam age to each monster in sight 
and cures each party member of 30 pointsof damage. 
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Nature's Cure 

Cost: 6 Spell Points 

O bj ect : 1 Party M em ber 

Heals a character of 25 points of damage. 

Rain 

Cost: 4Spell Points 

Object: Group 

Stimulatesthepain centersofyouropponent'sbrains, inflict- 
ing 8 pointsof physical damage. 

Power Cure 

Cost: 2 Spell Points per Level & 3 Gems 

O bj ect: 1 Party M em ber 

Heals a character of 2-12 pointsof damage per level of the 
caster. 

Protection From Elements 

Cost: 1 Spell Point per Level & 1 Gem 

Object: Party 

Reducesth edamageth eparty recei vesfrom th eel ements. Th e 
caster can choosewhichelementthisappliestowhenthespell 
iscast. 

RaiseDead 

Cost: 50 Spell Pol ntsand 10 Gems 

O bj ect : 1 Party M em ber 

RemovestheDEAD condition from acharacter. 

Resurrection 

Cost: 125 Spell Pol ntsand 20 Gems 

Object: 1 Party Member 

Removes the ERADICATED condition from a character. 
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Revitalize 

Cost: 2 Spell Points 

O bj ect : 1 Party M em ber 

Removes the WEAK condition from a character. 

Sparks 

Cost: 1 Spell Point per Level & 1 Gem 

Object: Group 

En vel opesth e mon sters I n an el ectri cal I y ch arged gas cloud, 
inflicting 2 points of Electrical damage per level of the 
caster. 

Stoneto Flesh 

Cost: 35Spell PointsandSGems 

Object: 1 Party Member 

Removes the STONED condition from a character. 

Sun Ray 

Cost: 150 Spell Points and 20 Gems 

Object: All Visible Monsters 

Shines the intensified light of thesun into all monsters in 

front of the caster, inflicting 200 points of Energy damage 

on each monster. 

SuppressDisease 

Cost: 5 Spell Points 

O bj ect : 1 Party M em ber 

SI owstheeffect of disease on acharacter, but does not remove 
theDISEASED condition. 

Suppress Poison 

Cost: 4Spel I Points 

O bj ect : 1 Party M em ber 

SI owstheeffect of poison on acharacter, but does not remove 
the POISONED condition. 
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Town Portal 

Cost: 30Spell PointsandSGems 

Object: Party 

Teleports the party to the town of your choice. 

Turn Undead 

Cost: 5 Spell Points and 2 Gems 

Object: 1 Group of Undead 

Weakens the evil magic that animates the Undead, inflict- 
ing 25 points of damage. 

Walk on Water 

Cost: 7 Spell Points 

Object: Party 

Allowsthepartyto walkover both shallow and deepwater. 
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Sorcerer Spells 


Awaken 

Cost: 1 Spell Point 

Object: Party 

Pu 1 1 s al I si eep I n g party m em bers f ro m th el r si u m ber, cancel- 
1 1 ngtheSLEEP condition. 

Clairvoyance 

Cost: 5 Spell Points and 2 Gems 

Object: Party 

Causesthetwo gargoyle headson thescreen to animateand 
give advice for certain yes/ no decisions, usually chests. 

Dancing Sword 

Cost: 3 Spell Points per Level & 10 Gems 

Object: Group 

Similar to Shrapmetal, the dancing sword spell creates 
h u n d reds of razor sh arp bl adesth at stri p th ef I esh from your 
foes. DancingSword inflicts6to Mpointsof Physical damage 
per level of the caster. 

Day of Sorcery 

Cost: 40 Spell Pointsand 10 Gems 

Object: Party 

This spell is a super saver plan that simultaneously casts 
Li ght, Levi tate, W I zard Eye, C I ai rvoyan ce, an d Power Sh I el d 
on all party members. 

Detect Monster 

Cost: 6 Spell Points 

Object: Party 

Shows the location of all the monsters near the party. 
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Dragon Sleep 

Cost: 10 Spell Points and 4 Gems 

Object: 1 dragon 

Puts a dragon to sleep, much the way a sleep spell puts 
humans to sleep. 

Elemental Storm 

Cost: 100 Spell Pol ntsand 10 Gems 

Object: All Visible Monsters 

Poundsall themonstersin frontoftheparty with astorm of 
magi cal en ergy, I nfl I cti n g 150 poi n tsof a ran dom damage type 
to each monster. 

Enchantitem 

Cost: 30 Spell Poi ntsand 20 Gems 

Object: 1 Item 

Bestows magi cal power to an item that has none. The more 

powerfu I th espel I caster, th e better th ech an cefor a powerfu I 
item. 

Energy Blast 

Cost: 1 Spell Point per Level & 1 Gem 

Object: 1 Monster 

A bol t of pu re en ergy I s f I red f rom th e caster's cl en ch ed f I st, 
inflicting 2 to 6 points of Energy damage per level of the 
caster. 

Ethereal ize 

Cost: 30 Spell Pointsand 10 Gems 

Object: Party 

Moves the party one square forward, regardless of barriers. 
Thisspell may succeed in areaswheretheteleport spell fails. 
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Fantastic Freeze 

Cost: 15 Spell Points and 5 Gems 

Object: Group 

Redu cesth etem peratu reof th eai r arou n d a grou p of mon sters 
to absolute zero for a moment, inflicting 40 points of Cold 
damageon each monster. 

Finger of Death 

Cost: 10 Spell Points and 4 Gems 

Object: Group 

Blood I essly si aystheopponentsthe caster pointsto. 

Fire Ball 

Cost: 2 Spell Points per Level & 2 Gems 

Object: Group 

Sets off a fiery explosion within a group of monsters, 
inflicting 3 to 7 pointsof Fire damage per level of the caster. 

Golem Stopper 

Cost: 20 Spel I Poi ntsand 10 Gems 

Object: 1 Golem 

Golem stop per deprives a golem of the magic that an I mates 
it, inflicting 100 pointsof damage. 

Identify Monster 

Cost: 5 Spell Points 

Object: Group 

Reveal s th e con d i ti on of th e mon sters th e party i s f i gh ti n g. 

Implosion 

Cost: 100 Spel I Poi nts and 20 Gems 

Object: 1 Monster 

The ultimate in monster killing. Implosion concentrates 
local gravity inside the targeted monster, annihilating all 
but the most powerful opponents. Implosion inflicts 1000 
poi nts of Energy damage. 
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Incinerate 

Cost: 35 Spell Points and 10 Gems 

Object: 1 Monster 

Shoots a stream of fire at one monster, inflicting 250 points 
of Fire damage. 

Inferno 

Cost: 75Spell Pointsand lOGems 

Object: Group 

Engulfsonegroupof monstersin magical fire, inflicting250 
pointsof Firedamageon onegroup. 

Insect Spray 

Cost: 5 Spell Pointsand 1 Gem 

Object: Group 

Coats a group of monsters with a poison specially designed 
to kill insects. 

ItemtoGold 

Cost: 20 Spel I Poi ntsand 10 Gems 

Object: 1 Item 

Convertsan item into an amountof gold piecesequal to the 
value of the item (Merchant skill not included). 

Jump 

Cost: 4Spell Points 

Object: Party 

Putsenough strength into thelegsofthepartytojump over 
on esq uare, provi ded th erearen o wal I sof matter or magi c. Th i s 
spell cannot be used in combat. 

Levitate 

Cost: 5 Spel I Points 

Object: Party 

I mpartsweightlessnesstotheparty members, prevent! ngthem 
from fal I ingintopittraps, quagmires, through theclouds, etc. 


SwordsofXeen 


Page 56 



Light 

Cost: 1 Spell Point 

Object: Party 

Fillsadungeon with asteady, soft light until the party rests. 

Li^tningBolt 

Cost: 2 Spell Points per Level & 2 Gems 

Object: Group 

Lightning flashes from the caster's hand, electrocuting 
monsters for 4 to 6 pointsof damage per level of the caster. 

Lloyd'sBeacon 

Cost: 6 Spell Pol nts& 2 Gems 

Object: Party 

This spell allows you to magically return to a pi ace you have 
al ready been . C ast th espel I on ceto set th e beacon , an d agai n 
when you wish to return. Each party mem berm ay havet heir 
own beacon . 

Magic Arrow 

Cost: 2 Spell Points 

Object: 1 Monster 

Firesa magical bolt at oneopponent, inflicting 8 pointsof 
damage of Magical damage. 

Mega Volts 

Cost: 40 Spel I Pol ntsand 10 Gems 

Object: Group 

Mega Volts is an improved version of Lightning Bolt, 

I nf 1 1 cti n g 150 poi ntsof El ectri cal damageon a group of mon- 
sters. 

Poison Volley 

Cost: 25 Spel I Poi ntsand 10 Gems 

Object: All visible monsters 

FI res 6 poison arrows into each square in front of the party. 
Th earrowsdo 10 poi ntsof Poi son damage each . 
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Power Shield 

Cost: 2 Spell Points per Level & 2 Gems 

Object: Party Member 

Reduces the damage inflicted on a party member by a 
number equal to the level of the caster. 

Prismatic Li^t 

Cost: 60 Spell Pol ntsand 10 Gems 

Object: All Visible Monsters 

M ysteri ou s 1 1 ght spri n gsf rom th e caster's pal m, I nf 1 1 cti n g 80 
points of a random damage type. 

Recharge Item 

Cost: 15 Spell Points and 10 Gems 

Object: 1 item 

Restores 1 to 6 ch argesto an I tern th at h asat I east on e ch arge 
remaining. There is a slight risk the spell will destroy the 
item. 

Shrapmetal 

Cost: 1 Spell Point per Level & 1 Gem 

Object: Group 

Sprays a group of monsters with sharp metal fragments, 

I nflicting 2 pointsof Physical damage per level of thecaster. 

Sleep 

Cost: 3 Spell Points and 1 Gem 

Object: Group 

Puts a group of monsters to sleep until they overcome the 
spell or are damaged. 

Star Burst 

Cost: 200 Spell Pol ntsand 20 Gems 

Object: All Visible Monsters 

Includes all monsters in front of the party in a massive 

explosion, inflictingSOO pointsof Physical damageon each 
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monster. 

Super Shelter 

Cost: 15 Spell Points and 5 Gems 

Object: Party 

Hides the party from the monsters in unsafe places, permit- 
tingthem to rest without incident. 

Teleport 

Cost: 10 Spell Points 

Object: Party 

Moves the party up to 9 squares in thedirection theparty is 
facing, regardless of obstacles. 

Time Distortion 

Cost: 8 Spell Points 

Object: Party 

Warps time, giving the party just enough time to run away 
from a com bat. 

Toxic Cloud 

Cost: 4Spell Pointsand IGem 

Object: Group 

Surroundsa group of monsters with noxious gasses, inflict- 
ing 10 points of Poison damage. 

Wizard Eye 

Cost: 5 Spell Pointsand 2 Gems 

Object: Party 

Wizard Eye gives the party a bird's-eye view of their sur- 
roundings.Theview will appear in theupper right corner of 
thegamescreen. 
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